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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION 
AND PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE 
USING YOUR NINTENDO* SYSTEM, GAME PAK OR ACCESSORY. 


Th is official seal is your assurance that Nintendo has reviewed this product 
and that it has met our standards for excellence in workmanship, reliability 
and entertainment value. Always look for this seal 
when buying games and accessories to ensure 
complete compatibility with your Nintendo product. 


Thank you for selecting the Super Mario 64™ Game Pak for your 
Nintendo 64® System. 

Please read this instruction booklet thoroughly to ensure proper handling of 
your new games. Save this booklet for future reference. 


A CAUTION 

THE NINTENDO 64 SYSTEM GENERATES REALISTIC IMAGES AND 3-D 
SIMULATIONS. WHILE PLAYING OR WATCHING CERTAIN VIDEO 
IMAGES, SOME PEOPLE MAY EXPERIENCE DIZZINESS, MOTION 
SICKNESS OR NAUSEA. IF YOU OR YOUR CHILD EXPERIENCE ANY 
OF THESE SYMPTOMS, DISCONTINUE USE AND PLAY AGAIN LATER. 


n 


This product has been rated by the 
Entertainment Software Rating Board. 
For information about the ESRB rating, 

appropriateness of the rating, please 
contact the ESRB at 1-800-771-3772. 




rfcs of Nintendo of America Inc. 
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THE NINTENDO 64 CONTROLLER 


Control Stick Function 

The Nintendo 64 Control Stick uses an analog system to read the 
angles and directions of its movement. This allows subtle control that is 
not possible using the conventional + Control Pad. 

When turning the Control Deck power ON, do not move the Control 
Stick from its neutral position on the controller. 


If the Control Stick is held at an angled 
position |as shown in the picture on the left) 
when the power is turned ON, this position 
will be set as neutral. This will cause games 
using the Control Stick to operate incorrectly. 


To reset the neutral position once the game 
has started, let go of the Control Stick so it 
can return to its center position (as shown in 
the picture on the left) then press START 
while holding the l and R Buttons. 


The Control Stick is a precision instrument, make sure not to spill liquids 
or place any foreign objects into it. If you need assistance, contact 
Nintendo Consumer Assistance at 1-800-255-3700 or your nearest 
Nintendo Authorized Repair Center”. 




Holding The Controller 

While playing Super Mario 64, we recommend you use the hand 
positions as shown below. , 


By holding the controller like this, you can 
operate the Control Stick freely with your left 
thumb. Using your right thumb, you can easily 
access the A, B or C Buttons. 

Place your left index finger where it feels 
comfortable, but not in a position where you 
might accidentally press tne Z Button on the 
back of the controller. 


Connecting The Nintendo 64 Controller 

To play Super Mario 64, you can connect a controller to any of the 
controller sockets located on the front panel of the Control Deck. 


If you change the connection during the 
game, you will need to either press RESET 
or turn the power OFF to make the new 
connection active. 


* This game is designed for one player, so only one controller is needed. 





















Will Princess Toadstool be kidnapped again? 

Is there no end to the constant feuding between Mario 
and Bowser? 


come to the castle. I've baked a c 
truly. Princess Toadstool." 

invitation from Peach! I'll head out 
y. I hope she can wait for me!" 

Mario js so excited to receive the invitation from the Princess, 
who lives in the Mushroom Castle, that he quickly dresses in 
his best and leaves right away. 

:■ 

"Hmmm, something's not quite right 
here... It's so quiet..." 

Shaking off his uneasy premonition, Mario steps into the 
'' 1 ere he is greeted by the gruff words, 

line's home! Now scram! Bwa, ha, ha. 

from everywhere. 


cake 


-...cre?J I’ve heard that 

voice somewhere before..." 

Mario begins searching all o 
the castle. Most of the doors 
* are locked, but finding 
open, he peeks inside. 

Hanging on the wall 
largest painting he ha 
ever seen, ana from 
behind the 
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"I think I hear someone calling. What secrets does 
this painting hold?" 

Without a second thought, Mario jumps at the painting. As he is drawn into 
it, another world opens before his very eyes. 

And so begins the grandest of all adventures! 

Once inside the painting, Mario finds himself in the midst of 
battling Bob-ombs. According to the Bobomb Buddies, L 
someone...or something...has suddenly attacked the castle and 
stolen the “Power Stars." These stars protect the castle; with the 
stars in his control, the beast plans to take over the Mushrc 
^ Castle. 

To help him accomplish this, 
of the painting world into 
done, all those monsters 
inside the painting. 

"A plan this 
must be the work 

Princess Toadstool and Toad 
Bowser must have taken them 
inside the painting. Unless Mario 
Power Stars immediately, the inhabi 
will become Bowser's army. 


"Well, Bowser's not going to get 
away with it, not as long as I'm 
around!" 

Stolen Power Stars are hidden throughout the 
painting world. Use your wisdom and strength 
to recover the Power Stars and restore peace 
the Mushroom Castle. 


"Mario! You are the 
one we can count on. 










Before you start the game and guide Mario on this quest, 
use the opening screen to become familiar with the new 
controller! 


Insert the Game Pak into the Nintendo 64 Control 
Deck and slide the POWER switch to the "ON" 
position. (When doing so, make sure not to touch 
the Control Stick.) 



Mario's face will be displayed, followed by the 


I Press START again to go to the SELECT FILE Screen. Select one of the four game 
files (Mario A, B, C or Dl with the Control Stick, and press START to begin the 
game. Your progress will be saved into the selected file. 



Choose from the three modes. The 
one selected will be displayed. 


•MONO 

• HEADSET (when using 

headphones, select 
this mode for a 
more natural sound.) 


You can see the score of 
each Save File. (See 
page 17 for details.) 
Press the A Button on the 
SCORE Screen to switch 
between MY SCORE 
and HI SCORE. 


You can copy the 
contents of one Save File 
to another. This will 
allow you to play 
someone else's saved 
game without affecting 
their saved data. 


Use this only if you want 
to erase the data saved 
in a selected file. Erasing 
the saved data will let 
you play from the very 


ir 
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I On the opening screen where Mario's face appears, you can move Mario and 
play with his face. Press the A Button to display the hand-shaped cursor. 



At the spots marked with O on the above screen shot, you can “pinch" Mario's 
face. Using the Control Stick, move the cursor to any of the © marks, and press 
the A Button to pinch him. Hold the A Button as you move the cursor to make 
Mario's face stretch. Release the A Button, and his face will return to normal. 
Before releasing the A Button, if you hold the R Button, you can pinch any 
other©mark and the face will keep its distorted form. 



®+# »+©+[» 


I Press the B Button to make Mario's face zoom and scale in 

do 


















H ow to Operate Mario ' ,— L_ —L_ ..J..L__ L_i 

Do not be overwhelmed at first by the multitudejafjnoyeSJhat Mario^ ■ 
can do. You need not memorize everything right away. Just master 
the basics, and you'll quickly learn the rest while playing the game. K 


Operations 
That Mainly 
Use The 
Control Stick 


Motion 

Mario moves in the direction that you move the Control Stick. 
The farther you tilt the Control Stick away from center, the faster 
Mario will move. If you always run at top speed, you'll make 
mistakes. The trick is to make deliberate movements using 
subtle adjustments of the Control Stick. 



It might take all of Mario's strength to go up some hills. On 
those, Mario cannot go forward even if he jumps. Also, 
some hills are slippery, and Mario will not be able to climb 
them at all. 



After stepping up next to the wall, tilt the Control 
Stick in the direction you want Mario to move 
along the wall. 



Read Signs /Talk 

To read a sign or talk to someone, press the B Button. (You can 
talk to some people just by stopping right in front of them.) If the 
message is long, press the A or B Button to continue reading. 
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Swim 

Mario will turn in the direction the Control Stick is tilted. 























Regular Jump 


Backward 

Somersault 


Operations 
That Mainly Use 
Trife^rBptton 



& 


Jump and stomp on 
some enemies. 


Ways To Jump High 


Continuous 

Jump 
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Crouch (where you 
are) and jump. 



Jump once, then press the A Button 
again as you land. 


While running, jump repeatedly, and 
as you land, press the A Button again 
and again. You need speed to do this. 


How To Jump Great Distances 



A 


,0 ' 


















At Certain Places... 
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If you do the Triple Jump when Mario is wearing the Wing Cap item (see page 
19), he can fly for a certain period of time. 

While Mario is flying, move the Control Stick left and right to turn, pull it toward 
you to ascend and press it forward to descend. To land, press the Z Button. You 
can look around while flying using the C Buttons. 





You will find cannons in many courses (see page 18). If Mario gets inside the 
cannon, it'll shoot him out. If Mario has the Wing Cap on, he will fly. 

On the Cannon Aim screen, change the direction and angle of the cannon's aim 
using the Control Stick. 


You can also fly high using other methods. They include stomping on special 
enemies then jumping and being carried by the wind. 



»+#(+®) 



If you jump onto the edge of tall and vertical objects, cliffs or stone steps, Mario 
can swing up. 

Move the Control Stick in the direction Mario faces to make him climb up. If you 
press the A Button, Mario will climb faster. When standing at the edge of a cliff 
or stone steps, tilt the Control Stick slowly to swing. When you want to release, tilt 
the Control Stick in the opposite direction or press the Z Button. 




If you jump onto a tree or pole, Mario can hang on to it. Move the Control Stick left 
or right to rotate around the object. Move up and down to ascend and descend. 
When Mario is at the top of the object, move the Control Stick up to do a handstand. 
While hanging on to the free or stick, press the A Button to jump and land 
backward. When you jump from a handstand, Mario will jump higher. Press the 
Z Button to let go. 


At places where a wire net is suspended overhead, Mario 
hang on to it if you jump and hold the A Button. While Ma 
hanging on, you can move him using the Control Stick. (There 
are other things that Mario can hang on to besides wire nets.) 
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If you punch 
repeatedly, Mario will 
kick the third time. 



Press B while 
jumping to kick 



Approach something Mario can hold, then press the B Button to lift it. Press the B 
Button again to throw it in the direction the Control Stick is tilted. If the Control 
Stick is in the neutral position, Mario will just set the object down. There are some 
things Mario cannot tnrow. 


Mario can swing some enemies around when 
he holds them. After grabbing the enemy, 
swivel the Control Stick. Press the B Button 
again to toss the enemy. The faster you swivel 
the Control Stick, the farther Mario can toss 




HlfiMEfll 
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Press the Z Button while jumping to Press the B Button while 

squash enemies or to destroy blocks. crouching. 

You can also smash some objects into 
the ground. 





Press the B Button while Crouching & 
Sliding. 
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The Power Stars stolen by Bowser are hidden throughout the 
courses. To restore peace to the castle, retrieve the Power 
Stars! 


1 The Castle Layout And The Courses ] 

1 See the sketch of the castle's structur 

■ the castle, there are IS main course 
I several mini courses. To enter most 
1 courses, jump into the paintings 

1 hanging on the walls. Look carefully 
I there are a few courses that you'll 

■ enter from unexpected places. 

3 




I Hidden in each course, there are 
_ix Power Stars. Inside the castle, 

I there are doors marked with ★. 

| Behind these lie new courses. To 
, sn these doors, you need to 
I collect a certain number of Power 
I Stars. The more Power Stars you 
I collect, the more places you can go to in the castle and the more courses you 
| can attempt. It is not necessary to find every Power Star. 


eg? 

iidxiKixixiK 






ter Stars collected 



My Score / Hi Score 
(My Score indicoles the largest number of 
coins collected when you got the Power Star in 
each course. Press the A Button to switch to 
Hi Score and display the highest score of all 
four soved game files.) 



Is the edge of a course the end of the world? 


I When you get to the edge of a course, you can go no farther. You have 
reached the end of that world. If you jump or fly into an invisible wall at the 
edge of a course, it might bounce you back into the course. 


How do I get out of the course 


I lf you want to leave the course you are currently in, let Mario come to a stop 
and PAUSE by pressing START. Select "Exit Course" to return to the main hall 
of the castle. 
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Items r 

Some of these items are needed to collect Power Stars; 
some items will replenish strength, too. 


Star Coins - 3 Different Colors 


u 

Yellow Coins: If you collect one Yellow Coin, your power meter 
will recover by one. If you collect 50 coins, you'll earn a 1 UP. If 
you collect 100 coins...? The coins that appear when you defeat 
enemies will disappear after a short time. 

Blue Coins: The Blue Coins equal five Yellow Coins. They appear 
when you press the Blue Coin switch, and they'll disappear after 
a short time. Blue Coins will also appear when you destroy 
certain enemies. 

u 

n 

Red Coins: The Red Coins equal two Yellow Coins. There are 
eight of these coins in each course. Collect all eight in one play to 
make a Power Star appear (see page 22). 



Handy Items 

□ 

Spinning Heart: If you pass through it, your strength (power 
meter) will recover. The faster you run through it, tne more 
strength you'll recover. 

1 UP Mushroom: Collect this to increase the number of Marios 
remaining by one. 

Koopa Shell: Hit a yellow block or stomp on Koopa to find this 
item. If Mario rides on the shell, he will be invincible until he hits 
a wall or goes to a place he could not go normally. 

m 

& 


Three Switches and Three Caps 


I Somewhere hidden in the castle are red, green and blue Cap Switches. If you 
step on these switches, all the semi-visible Dlocks of that color in all courses 
wifl fill in. Jump at the blocks to break them open and reveal the caps hidden 
inside. With these caps on, Mario will gain a power for a certain period of 
time. You can save the game after stepping on a switch. 



♦ Green Block 

Metal Cap 


With o Wing Cop on, Maria is 'Von ton bounce back off enemies. 

obll '° ,l r - You mn I be damaged when you 




Blue Block 

Vanish Cap 


*" 


‘ You won't be damaged by 

'You ton poss through on 
enemy's body without being 


* You will be able to vrnll on the^ 


■ You tan walk through wire nets 



Cannons And Bob-omb Buddies: On 

some courses you can find Bob-omb 
Buddies. When you talk to one, it will 
open the cannon hatches. Cannons can 
be used to shoot Mario far away. 


When you lose your cap... 


I Sometimes an enemy will steal Mario's regular cap, c 
Mario might drop and lose it. When Mario is not 
wearing his cap, he takes more damage than usual. You | 
can always find a cap Mario lost in the course where he 
lost it, so retrieve it as soon as you can. 
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Camera Options r -~- r ——, 1 ■ ■* --~r—- 

One of the tricks to this game is to use the camera skillfully. 

| You are not just the player, but the cinematographer, too! 



' Circle left and right 
around Mario. When you 
cannot go any further, you 
will hear a buzz. 



Pull away from Mario 


Camera Operation Mode 


I During the game, depending on the scene, the Camera Mode will 

automatically switch to the "recommended" view. If you press the R Button, 
you can change to the Special Camera Mode. There are two optional 
Camera Modes that can be set on the PAUSE screen. 



When Mario is stationary, press START to pause. On 
the PAUSE screen, select "SELECT CAMERA ANGLE 
WITH R" to display the two option modes. Select your 
choice using the Control Stick, then cancel PAUSE. 


1 



Operate the MarioCam with the 
same controls as on the previous 
page. In some areas though, it 
might be difficult to play with 
this up<lose view. 


The Lakitu display in the 
screen's lower right shows the 
distance between Mario's 
current position and camera. 


This will fix the camera position, 
which could be handy when you 
do not want the camera to 
follow Mario. 



v - Far 
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Does it seem you have reached the game's limits? Have you 
reached your own limits? It is possible that you could be 
forgetting or not noticing something very simpfeTj j [\ 


For those of you who cannot find next course... 


I Not all courses are entered from the paintings on the walls. Some entrances 
are found in unexpected places, so search everywhere. 


For those of you who are having difficulty finding Power Stars... 


There are several ways to get Power Stars: 


• When Power Stars are visible, you tan pick them up if you reach them. (This 
is the most basic way.) 

• If an enemy hos one, defeat the enemy to earn it. 

■ You can receive one as a gift from someone for completing 
certain objectives. 

• At certain places, if you accomplish a specific task, a Power 
Star will appear. 

• Collect all eight Red Coins in one play in a course to earn one. 

■ Find hidden places that you can get to only by using on advanced 
technique, such as the Wall Kick. 

' Power Stars are sometimes hidden in secret places. 



As you can see, some of the six Power Stars in each course are easy to retrieve, 
while others are difficult even to find. To collect some of them, you'll have to step 
on the colored Cap Switches to fill in the colored blocks. You need not collect all 
six Power Stars in each course before moving on to the next. 


By the way... 



The *s are numbered, and a hint on where they 
are or how to get them will be displayed on the 
screen when you enter the course. To replay a 
section you've already completed, select a star 
that you've already collected. 



There are eight Red Coins in each course. 

The number of Red Coins that you have collected 
is displayed on the lower right corner of the 
PAUSE screen. Collect all eight to make a ★ 
appear somewhere on the course. 


For those of you who 


( When crossing a narrow bride.,_ . 

you tilt the Control Stick just a little and walk 
slowly or even crawl. Take it easyl Some enemies 
will not notice you or attack you if you sneak up 


For those of you who tend to fall from high places... 


I You will take less damage when you fall onto slopes instead of flat areas. If you 
"Pound the Ground" just above tne ground as you fall, you'll sustain less damage. 


For those of you who cannot go where you want to go... 


I Are there any actions or movements that you have not tried with Mario? 
Use the movements that best fit your circumstances. 


For those of you who do not know how to defeat enemies... 


I There are some enemies you cannot defeat with a regular punch or kick. 
Spin around them, step on them, throw them...fry everything. 


■ When Mario gets flamed, he takes off running. 

■ You can still move him with the Control Stick, so 

1 do not give up. 

. ... ^ «« 

For those of you who get a COLD head... 


( Remember that if you save and quit the game when Mario has lost his cap, 
he'll still be missing it when you resume the game. It is better not to save when 
Mario is capless, if you can avoid it. 


















CREDITS 



IMPORTANT 


WARNING: Copying of any Nintendo game is illegal and is strictly prohibited by domestic and 
international copyright laws. "Back-up" or “archival” copies are not authorized and are not 
necessary to protect your software. Violators will be prosecuted. 

This Nintendo game is not designed for use with any unauthorized copying device. Use of any 
such device will invalidate your Nintendo product warranty. Nintendo (and/or any Nintendo 
licensee or distributor) is not responsible tor any damage or loss caused by the use of any such 
device. If use of such device causes your game to stop operating, disconnect the device 
carefully to avoid damage and resume normal game play. It your game ceases to operate and 
you have no device attached to it. please contact your local authorized Nintendo retailer. 

The contents of this notice do not interfere with your statutory rights. 

This manual and other printed matter accompanying this game are protected by domestic and 
international copyright laws. 

The rental of this game without permission of Nintendo or its licensees is strictly prohibited. 


sistance, please contact: 


Nintendo Consumer Assistance Hotline 
1 -800-255-3700 (U.S. and Canada) 

Or your local authorized Nintendo retailer. 


WARRANTY AND SERVICE INFORMATION 


3-MONTH LIMITED WARRANTY 

(For Hardware, Game Paks, & Accessories) 

Nintendo of America Inc. (“Nintendo”) warrants to the original purchaser that the product 
(hardware, game paks and accessories) shall be free from defects in material and workmanship lor 
a period of three (3) months from the date of purchase. If a defect covered by this warranty occurs 
during this three (3) month warranty period, Nintendo will repair or replace the defective product or 
component part, at its option, free ol charge. 

ADDITIONAL 3-MONTH LIMITED WARRANTY 

(Hardware only) 

Nintendo warrants to the original purchaser that the hardware product shall be free from defects in 

period described above. If a defect covered by this warranty occurs during this additional 3-month 
warranty period. Nintendo will repair the defective hardware product or component free ol charge. 
The original purchaser is entitled to this additional 3-month limited repair warranty only it the 
Consumer Prod ol Purchase Card (attached to the hardware packaging when sold) is returned 
promptly alter the date d purchase to Nintendo by the original purchaser or the original 


WARRANTY SERVICE OR REPAIR/SERVICE AFTER 
EXPIRATION OF WARRANTY 

You may need only simple instructions to correct any problem with your 
product. Call the Consumer Assistance Hotline at 1-800-255-3700 rather than going to your 
retailer. Hours of operation are 6 a.m. to 9 p.m„ Pacific Time. Monday - Saturday, and 6 a.m. to 7 
p.m„ Pacific Time, on Sundays (times subject to change). If the problem cannot he solved over the 
telephone, you will be referred to the nearest NINTENDO AUTHORIZED RERAIR CENTER’" or 
you will be offered express factory service through Nintendo. In some instances, it may be 
necessary for you to ship the complete product. FREIGHT PREPAID AND INSURED FOR LOSS 
OR DAMAGE, to the nearest service location. 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR 
LICENSED BY NINTENDO (INCLUDING. BUT NOT LIMITED TO. NON-UCENSED GAME ENHANCEMENT 
DEVICES, ADAPTERS. AND POWER SUPPLY DEVICES): (b) IS USED FOR COMMERCIAL PURPOSES 
(INCLUDING RENTAL) OH IS MODIFIED OR TAMPERED WITH: (c) IS DAMAGED BY NEGLIGENCE, 
ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS 
OR WORKMANSHIP: OR (d) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED. OR REMOVED 
ANY APPLICABLE IMPLIED WARRANTIES. INCLUDING WARRANTIES OF MERCHANTABILITY AND 
FITNESS FOR A RAHTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY 
PERIODS DESCRIBED ABOVE (3 MONTHS OR 6 MONTHS. AS APPLICABLE). IN NO EVENT SHALL 

















NEED HELP WITH INSTALLATION, 
MAINTENANCE OR SERVICE? 



AUTHORIZED REPAIR CENTERS 
1 - 800 - 255-3700 


(Nintendo*) 

Nintendo of America Inc. 

P.O, Bp* 957, Redmond, WA 9BQ73-Q957 U S,A. 


PRINTED IN JAPAN 








